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WARNING: BEAD BEFORE USING YOUR PLAYSTATION GAME CONSOLE. 

AvGfvsmall percenlagc of JndiuldunlsnuygKpGiierKQepileplic seizures when exposed ta certain tighl paHerns or 
Hashing ligtils. ExposuEe loc&Flaui patterns cr bdckgroiinds on a lelevision screen or v/liil& playing video games, 
induif[ng games played on the PlayStatnn game consoltr. may induce an epileplic seizure in these individuals. 
Certain conditions may induce previously undetected epileptic symptoms even in persons vfha have no history of 
ptlQt seizures or cpil^sy. If you, or anyone in your fpmify, has an cpileptLC corrdilion, consult your physician prior 
to playing. H ynu flxpensnce any of the loHowins symptoms while playing a video game - di;^fness, allered urslan, 
eye or muscle Twitches, loss of awareness, dtsorienlation, any involuntary movemml, or convulsions - 
iMfJEDiATELY discontinue use and conEullyour physician before resuming play. 

WARNING TO OWNERS OF PRDJECTiaN liUVlSlOHS: 

Do not connect yout PlayStarien game consele to a projection TV without ^irst consuitfng the usei manual lor your 

proleclion TV, unless it is of the LCD type. Ollwrwisa. ii may (wrmanently damage your TV screen. 

USE OF UNDFHCIAL PRGDUCl: 

The use of unnfficiai products and periphemis may damage your PlayStatian game console and invalidate ynur 

console warranty. 



HANDLING YOUR PLAYSTATION DISC: 

■ T^lK comiiact disc is intended lor use only viAlh tha PlayStation game console. 

< Do not bond iL crush H or submerge it fn liquids. 

- Do riot leave il in direct EunHght or near a radiator oj^ other souicb of lieaL 

- Be SUED to lake an occa^onal rasi break during extended play. 

• Keep this compact disc dean. Always hold Ihe disc by Uie edges anil keep it in As prntecdve case when not In 
use. Clean the disc with 3 lint-lree. SOlt. dry clotti, wiping in straigl^F lines horn centar to ouler edge. Fdever use 
Eoi vents ui abrasive cleaners- 
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cccnic 11k creator of Ihc unfvcf^^ng tlcinal lite lo n world of notbingnei^ij. 
IX is you who will brLMlhc lire tiito Efiie worLi and pijii .in cjcitiny talc. 
you aic limited only bv your imai>mation. 
EPill it be a Iciicnd^ ^ invtl? tjr a dnfam^ 
IPhal will be tbc world in wbrdjipourfitorv untoUia? 
^X JPbnf tVilc awail(5 your btroi 
i!:\%Tythtn0 is (h your hands. ,- ^ \^, 

yc&, ^ou arc.tbe creator of ihc universe? 
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Sel up your PlayStnttun^ game console accortilnft to tliE 
iiislFiictioiia in its iJisUuctioi^ P^Tanual, Make sure the 
poiwer is off before inserting or removing a compad disc 
InsEii tiie RPG PJlakar- disc anfl close the D^sc Cover. 
Insert flame controlJers and nirn on the Pli^ySt^^ion game 
console, Follow Qn-scieRri instruolions to start a game. 
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PRODUCTIOrJ FLOW 

An event ii? ^ir.iilar to The commands such as fDlspliiv ^^essage], and Will be CTGaled Ihraugh M [;alnb^natiOll of otiitir 
iTvanls, Vou'll set the events and create the scenarios lo pla^ the game, "Rie following explains licv/ to create an event 

1. SPECIF Y DUNGEDH 

HereyDuNlsetectirornthelisl.thedijngeonin which the event will be 9eL It will be easier to set tiie event Hthe 
dungaon is creaied in advance using [Dungeon Edit). 

2. LOCATIOH IH WHICH THE EVEfiT TAKES PLACE 

On \M scl'"^i:ted dungeun^ specify tjie location wherir you waul to stl Itis evLsnl. [Stert Point] will be set here, as wdII, 

3,SETTmGT HEEUENT 

Hera, specify tne eveiiL contents. You can choose the event type from amonr; four options; [Create Event]. [Tieasura 
Event], [Diij)lic3te Event] and [Intro Event], Jse an appropriate type according to tie even! contents you wish to sel. 

4/rEST PLAV 

Once the event in set. pBrfarm test plays as many limes as you need fn order tn dieckthe contents you've just sat. 
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EVENT EDIT 

To set an event, selecl [Event] from [Scenario Data] in Ihc main menu, A cammand menu Virlll 
bedisplayed. Sflleci {EdiljIroFsi this menu. For DlhercDinmands, see pg, 17 Bookl. 

Set events lor each dungeon. 




SELEC TING THE DUHGEOH ! 

From riic list being displayed, select tlie dungiran in wliicli 

yoii wish to set an event. The dungeon is displayed, so now 
you ::iin Ket an Bvenl in it. In Ifiis screen, move the cursor to 
tho location where you'd liKe to set an Event and press the 
button, This displays the eveni meim shaven in the screenstiol 
io the !e!L Select a deslrefl evenl type from this menu. 





SCREEK COriRGURflTlOH 

Creole Event - You can create a vanety oi 

events, The lOHowinij pages 
B^lBtn thfi delaiied procedure 

used to creaEe an event. 

Treasure Event-UsedbPfpate an eve 

involving a treasure boK, See 
pg. ZO for the treasure event. 

Duplicate Event - Creates an event where a 

copy oi ti^e character is created. See pg. 20 tar the Duplloate Event. 

Intra Event - Creates an introdnctery event. See pgs. 21 and 26 for Ihe infro event 




SET START POINT 

Before you create scenarios, you had better s&t the [Start PointJ firsl. Choaae the dEingoon where your 
HPG will staft and press the © button to displpy Itre Command menu. Choose [Start Point] and set wlisreyer 
you want In Start She qaine V,'hichever dungeon you sol IJig [Stari Point] \n. your RPG will slail from. II yon don't sol 
Ihis [Start Point], yi^ur RPG will start from Dungeon number 1, an(1 Ihfi main character will appear al the upper left 

corner ot the dungeon map. 

ABOUT ® BUnOH 

Trie ® button allows you to delete or re-edit the event contents being set in 
Ui: event contanb setting screen. When a cursor displays on the event 

number, press the ® button lo edrl the event contents. Pressing the ® 
buttcn again will resume the creation of a new evcnl. 
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You can edit UtB event content thet hss been set 

E VEfJT CQHTEfiTS 

Evi^nt cDntenls are instructions i}asfid on which an event unfolds. Event 
contents are set v/lthin the dungeon map. You'll set the liappenlngg thai 
take place during the target event 

Event contente are set as a oombfnailon nl different componants. 

EVENT CONTENTS 1^ DfSPUV MESSAGE 

11 you wish to display a mcssiige an the screen, set it from the menu 
displayed by selecting [Display Message]. Select [Enter Message] to enter 
the message text, Jse the [Table ot Message Types] shown below to decide 
huwyDu^vantlheniessagelo be displayed. 



[Display Message] is a feature 
you'tl be using frequHntly, 



I 



TABLE .OFMESSAGE_TYPES 

Normal -A window app^^i's^i'^^^t^^^i""'^^'^^ screen, and In it a sentence 

is displayed. 
Main Charaater - A balloon appears containing the words spoken by the 

character, A balloon can't display a long sentence. 
Event - A balloon is displayed at tlie location In which the event Is set. 
Message 1 -The sentence entered slowly scrolls up irom the bctlam otUte 

Bcreen, 
Message 2 -The sentence entered is displayed in the cenlGroJ the screen 

against & black background- , 

' See pg, 15 ftook 1 for text-entry expEanations, 
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EVENT COHTEHTS 2: MOVE LOCATIOH 

Select [Dungeon] or IFiald] from the flisplayefl menu, then follow llie procedure below, 
Wole that Ihe even! contents al tJis lower order set by [Move Location] won't be executed, 
(Same with [Take Over],? 
, : iiiiBi, , I ^54 Set [Move Location] In the desired locatian. 

v^\^^Kik1Ktlk.\A^WKIB\...\....M\ I J "^^^ locstion will niQVE wlier the condition Is satisfied, 

I 



Dam 












Moving from [Dtmgoon] to [Dungeon] 

Select [Dcingeiinl, then set tiie destination dungeon using 
[NoJ, Selecting [POSj displays the <ifJ3iinatfon dungeon. 
Specify tht] deaiin[ition position using ihe directianal 
buttons. Use [MatiradJ to select ItiB screen eflecl used when Itje movement lakes nface. When the setiing is conipleled, 
select [OK]. — — 

Moving from [Dungeon] In [FJeld] 

Select [F<eld], cnooae the field names, and press the © button. Next, select the name ct tns destination field 
and press the ©Trillion again, Vou can now select the lawn set in liie field. Fallow the same steps as with 
(Dun genu), 

EVEHT CONTENTS 3: TAKE QUER \ 

Set Ihii function when ycu'd like to execute another event while the current event Is iii progress, such as B 
bgginstaikiny wilh the mam cliatacler Willie he's still talking with A, You can nnfy connect tneavenlslliat 
are both set within the same dungeon. Selecting [Take Over] displays the menu used to specrfy Ihs event 
vou want to execute. To execute a tiiElerent event, specify It by selecting [Event No.i and moving trie cursor 
directly to tlie location of the event tliat will lake over the current event. To execute a different Page (see pg. 
19) nl the same event, select [The Event] and snecify the page number. 
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EVENT CONTENTS 4; 2 WAY CH OICE 

[2 Way Clroice] is a function thai allo^^s tiie player liimseH to set wfiat will happen nsxt by seiecting 
DitlTer of tlie two choices TiresentPd to hirn. Use tfitstuncttan if you'd like to add certain changes to m^ 
subsequent events, according to choices made by [tie piayer. 

Selecting Uie Choice Type 

yeiecting [z Way Ghoite] from the event menu dispiays Ihe menu used to select !he Mce type. Set a tfEBired Choice 
^pe by seiecliii] it Iron the meiiu. The avaitabie Ctioice types are listed in Ihe table below, 
SelectaChoicetypelhal matches the scenarto. 

Choice Types^ 

YES/NO - One ot IftB two events is executed when Ibe 
pisyer seiectE VES or NO, Naluraliy, Tlie content of the 
other even! will not be executed unless the player 
comes bacl< to the same Choice and selects that 
event. In many cases you'il set [Display IWessage] 
before the Choice. , 

2 Messages - You, as tlie gan^e creator, can enter 
messages that explain the choices presented- As wttli 

the YES/NO Ciioice, you can ietthe player seiecl ertlier 
of two choices by hi use it The content of the event not 
s-Hi^cted wiil not be executed uniess the piayer comes 
bacli to the same QmzG and selects that avart. 

Probability - You can create an event in which the 
pinyer cannot seiecf ^he rieslination himselt hut the 

program decides for iiim, according to a act probabifiLy, Set the probatiility for which tlifi event in Choice 2 ts executed. For 
example, setting the probabiiity as 50% means ttie event in Choice 2 wili be executed at the probability of around once 
every two limes, 

Win/Loss (Battle) - You can change the deslinalior} based on whether the character Has won or lost the battle. In mai^y 
case^you'li set [Fight Monster] before the Choice. inChoicBl^seltbeeventthatoccurslfthechaiacterhaE won. InClioice 
2. set one ttiat occurs if the character has lost 
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Setting the Choice Contents 

Set i?VBnS cojitents for each destination. Here we'll select YES/NO in [3 Way ClialDe| anfl 

explain Uie stc-ps using the scre&nshot sftown on the rtgtit. 

As shown in thn screpnshot, yau sat the 
event contents that apply whei YES Is ) 
selected, between [2 Way Choice; Yus/No] and 
(Choice 2J, Then, foliowftig [Choice 2] you set the 
event contents that apply vuheJi WO is selected, Use the 
same proceed u re to set other Choices, 

Sat the Event Contents executed after the Choice. 

What is Choice? | 

Choice is a function that aJiows the player to change the 
directional the scenario hin^selfat each Choice point he 
eiifinunters during the game. Set condrtionpi event contents at 
points where you want to iel tl>e player select his or her own 
destinahon. For example, set {YES = Choice 1] and [NO - 
Cnoice2l in [2 Way Choree]. II the pfayer seEects YES at the 
Clioice point, the scenario moves to [Choice Ij. it they seiect 
NQ, the scenario moves to (Choice 2]. 

EVENT CGHTEHTS 5: 3 WAV CHOICE 

You can set up to three rtesEinatjans at a 3 Way Choice. To set [3 Way Choice], sefeclo Choice type and set the event 
content for each destination, just as you wuiild in {2 Wiiy Choice], However, witli a 3 Way Choice you can onty use the 
[Message] ana [Pm^yhilityj types. For the typeSf sue [Choice Types] onpg. S, 

EVEUT CflKTEHTS B: SWiTStitWG — -■ 

Here yau'fl set the switcli to he operated, Seiect [Switching] from the event menu and choose whether to set the 
switchtoONDf OFf. Seteci eitiieroEthe two aid specily the number ot the switch you want to operate. Seethe 
iollowing paragraph lor a detalfed expiana^on oTliie switch. 

What is Switch? ' 

Switch is a trigger that sets off the event that follows. For exainpiPj iel's assLoie that a conversation event 
with A is sjet in event nuniber 1 (or any other number, tor thai matter], At tlie end of the event conlentSj set 
that [Ewilcli 001] so that it wiii turn to OU, This provides proof, in the form of [Switch 001]^ that the main 
cliaracter has talked willi A- Nert, set the event contents that apply wfien the main character has yet to lail< 

witi^Ao^ pagel of event number 2, On page 2, set the event contents that cause Btolaildothemain 
cliaracter on the conditroi that the main character has already taiked with A, In other words, page 2 is 
o>;GeotedontheoondJhonihatfSwitchOGl] is ON, Wiih this setting, if the aiaincharactertall^s to B after 
having talked with A, B will talk to the main character. 

1 
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EVENT CONTEHT S 7: CHANGE S CREEN 

Here you can set yanous screen cffet;!^. sycli as shifting tiie 
posit[an of tlie scre&n, Sefecting an item yoy'd frhu lo 
change allows you Id perform y detailed sotting for Ihat 
Item, For exampiG, you can specify tha shifl diractian in 
[Shift Soreen] or a new mlnr In [Changir Color]. To return 
thfls*? efiods to Uielr original setlJngs, set [Resiore], 

Uae uariQus screen effacls to create a screen with a depKi, 

Sliifl Screen -EnatJies you to shift the screen Up, Dovjn, Left and right up 

to 65 spaces. For KKampte, set a big monsler off-screen 

and when the playerarrivas tiie dungeon, show them 

where ihs monster is hy usicg llic [Shift Scraen] 

command. This will give them some idea ut where they shnofd go, 
Default Screen - Vou Siaye In urp this command to reverl tlie screen back ;o H^ delaull after using the [ShillSc£aenl. 

command, olhEnwise, the screen will ne^er shift back. 
Flash Screen ■ Enable an on-screen flashing. For example, when lighlrtng strikes, or wh&n a player is hn. II ynu want 

to use this command continuously, II IS better to use the [Wall] command between each of the [Flash 

Screen] commands. 
Swing Screen ■ Enable an on-screen -swinging motion. Far Example, when tlierD is an rarthqaaKe d: when the player 

takes damages. It Is recommendGd to use the [Sound EffficlJ command before or aher Uiis 

command. 
Change Color - Enable a change to the colorof the entire screen. For a^ample. chnaglng the screen color 1o RED 

whan fire if! prcsenl, or changing il to monoclifome for a reirospective sequence. 
Default Coior -Tills command must be used to revert the screen back to its default color af^er using the [Change Coiar] 

command, otherwise the screen color will not reset lo its default 




EVEKT CONTENTS a: IHVEH TORY 

You can change the Inventory orthe character. Select [Add hem} To add new Items or^emoVe item] to remove existing 
items. To change the gold value, select [Gold]. A menu will be displayed according to eada satting item chftsen. Spoujly the 
item to be added/ rembvedj or enter the value lo be increased/decreased. \ 

EVENT CDHTEHTS 9: WAIT 

You can delayby the specified durafionot time tortile e)!ecutlon of event 

content seEnext to [Walt], While [Wah] i^ in effect, tfie cantroller biittons are 
disabled, You can use this function lo exptesiii sifencE or insert a pause 
between eyents. Select [Wail] and settiie desired number of secoods. 




The [Wait] lime can be set in Increments of 0.1 seconds. 
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EVENT COHTEHTS 1Q: EVENT STATUS 

Van Ljan ctiaiigi: Uie orientalion, poiitio.'i and display slatuK of tfiE (jraphics set for llie euenl 
[llri^jble to Execute] is useU Ta teniporar^y stop the execution of the evtint. NaEe that this SRtting 
WDn'l work once your party has maved Id a different dungeon map; the svEnf wiil ba re^Bl. 
You can change the graphfcs lempnranly. 
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Event Direction - Enable;; tlie piriyer to change where The 

graphics {Cha;ai;ter, Item, etc,] face. 
Move Event -Enab][!S the player to niaviiUicgrapliJcsfChafaclerDr 

Item). 

Move to Point - Endbles the player to mcve the graphic to a specilied 
point For ej^ample, you can make a character that vAW 
run Pack to his house once tlie player has talked to him. 
Flashing Event - Enables a flashing graphic. For example yau can inakE 

a gl^ost character. i 

Turn RigbJ - Turn the graphic to right. I 

Turn LofI - Turn the grapliic to Jeft " 

Change Event Graphic - Temporary enables you to Change the graphic 

lo another, For oxample, when a Boss character 
transforms into a rr ouster. 
Unable tn Execute - Once this cani;iiEind ia executed, all events after 

this command wW not he executed 



EVEtiT CONTENTS 1 1; PflRTV QISPUY 

You can cnanga the enure party's display statiES, Ydu can alao change the graphics of the main characters, To return the 
display to the original setHnij, foad [Flestord Party Display] as event conlftnL 

The event wifl be Executed, e^en Jhoutfh the graphlcs"-have been deleted. 

Oisappaar ■ tfia^£ the party disappear. Evan though the 

party vanishes, they still exist and can be 
moved, and can also execute events. 
Ghoat-TurnthepartylntoGhosls, For example, you 
create an event such as using an item that will 
turn party membersi Into ghastfi, allowing them lo 
sneak into an enemy's castle. 
Default - You hicve to use this command to make tiie 
party default after using [Party Display! 
commands olberwise the par^ will not revert 
t)acK to normal. 
Flashing - Enable to make the party Hashing. 
Main Character - Enable-s you to change the main 

character's graphic For example, tlieir 

urapJfiL coufEl change aFter they acQuIre a new skill. 
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EVENT CONTENTS 12 ^ PARTY MEMBERS 

Thp nip.k&jp of the party can tie diLinyL^l VuLi i;an aild a new mem&er or remove an e^i^i^^^ 

can al3o change yll She members, Wtli[NlainChafafiterlyaucanchan3B who wiU appear Tir^t as ttie 

main cha racier, 

Ydu can also ctiange Ihe main chatactsr viho appears fJrst. 
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Add - Add a new cT^aracter, whicfi you can create in [Character EditJ. 
Tde new character will bs added to Hie end cf the party, 

RcmowD - Re^nnve a character 

Change Whole Party - Ciiange alf pariy members. 

Move Id Front- Efiabies you to dianyc llic main character ^"rfio 
appears first in the party, For e;'ariplB, you can 
create an event such as; the party got foat on their 
way to ^e enemy's casUe and one of ttieni says 
"Hey, i know wliere tiie castle is] Folinvv mer and 
use this command to let that character tal<e over 
ttie party lead. 



EVEMT CONTENTS 13: mME PARTY 

Vqu tan lorcftJiy change the oiitnutian and position of the main chaEacrers. You can use [Gather Party Members] to 
iialliprtheenhregrQupatltiehrstcharacEer'slocation. Me that In [Move Party to Pointlyoj can only seta destfnadon 
that is wjthin the samB dungeon. 

Use thislunctionlo make the majnchaiaeterturn around, etc. 

Character Dlrectljan - Fnahlei^ you to forcibly change the direction in 

which the iead party Ftiemtier !S lacing. For 
e):ampie, when Itie cHaraciei who is in the lead 
finds something, then he torns back and says to 
the other members, "I tound a special swordl" 
Move Party - Enables you to move the party [IPj, [Downl, [Left] and 

[Right], up to 99 spaces in the dungeon. 
Move Party to Point - Enabies you to forcibiy movs thB parly to a 

specific location in the dungeon. 
Gather Party Memhers - Enabies you to gathe-' the entire party at Wm 

tead character's JDcation, 
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EVENT GOHTEHTS U: PARTY STATUS 

Yau can thanp the slalus of the enlire party, Wlien Pai&oned, Uie ciiaracters lose oie HP 
point for each step forward that thev fake on tlie dungeon map. During battle trteysustatn 
damage oi fouf HPflOiats (dt eacti ttirn. Wlien Paralyzed Ihe characteis lose all Iheir powers except 
lor the ability 10 wjalk ana use magic. When Petrified Ihe characters become unable to fight, aithougti 
IfiC'ir HP and HP remain unchanged. The cliaiarfers are reieased from i)e1rifaclion using tlie spBcifled. 
[Heslore Status] e^ient or magic. ■ 

Table of Status Changes ' 

Poisan ■ Poisons all main ciiaraokrs in Hie parly. The cliaracEiira take 1 point ol damage per each space of movement 
PafalyiE - Chanties ttie s^lus of 'ln^ eiiiirp part^' to Paralyzed. The characters cannot move and cannot use magic, 
PelTlfy -PeU'ifies all main cha/acLera III the party. The cnaraoterscaiinot do tattie, 
Besfure Status - Restores any abnormai status ot the entre party to normal, 
HP - increases for decreases) tne Party members' KP by the so1 number of points. 
MP- Increasesfordecreases) the Party members t^P by the set number of points. 
Increase EXP - Increases the mam character's EXP bv the set number ot points. Keep in mind (he cfiaracters' level will 
not increase, even if th'jy acquire enough EXP for the nej^t leveJ, nnlii They fight and win another battle. 

EVENT CONTENTS 1 5: CHARACTER STATUS 

You can sat an eyent where Iha main character's parameters are clranged. With each event, first select the main 
characlerwiroseslafujyciu'd like to change, then perform the appropriate settings. With the commands from [Change 
STn] to [Change M OEF|. van can set the value of the main character's strength, defense, stamina, intelligence, agilily, 
luck.and magic defeni^e.Te set pange M 0£F],the corresponding item must be set to ON In [Gameptay Edit] 

Learn MagJc - An ordarallowmg letting a specified Character memorize magic. For eiiampie, createa 
Special magic that canriot be [earned from Leveling IJp._Player will have to traia the 
character, then they can learn the bi^ecial magic. 

Change Skill - Enables you to forcibly change spftcified characler's skill, \ 

Remawe Equip - Enables you to forcibly remcve a specified character's equipment 

Change STR ■ Enables you to change tfre Sirengtli of a specified cliaracter 

Change OEF - Enables you to change the Defense of a specified chara^rter 

Change STA - Enables you to change th& Stamma of a specihed cbaracter 

Change INT - Ena^jies yon to change the Intelligence of a specified cbarantRr 

Change flGf - Enables you to change the Agility of a specified character 

Change Luck - Enabi^iy you to ctiange the Luck of a specified character 

Change M nEF - Enables you ta change the Magic defense of a specified character 





EVENT CO HTEHTS 16: BGM 

You can chnngfl the BGM setfoiitie eveni, You inay alao iidju^t The volume, tempo and Music Etfacl 
dfl!s fi( Ihe BGM sBlatled here. Proces^i tfiR BGM la fit the avent. In Ihtr case of Music Effect, use 
[Default] Id reset ell WustP Etfecip. 

Change BGM - Enables you to change tJie BGM 

flGr.l Vniume - Eiiables you lo change tise voluma of the BGM 

BGM Tempo - Enables you to change the tempo of the BGM. 

BGP^ Reverb - E<iE*le you lo change ihe reverberation of music. You can select depth of rev&rberall^n among sr>f ptiases. 

EVENT OPTION 1 7 SOUND EFFECT 

You can add a sound effect by seleeting one of 78 sounds, (Pheli] allows you 12 stages of variation In Hie pitch of tiie , 
sound. Note that [Pitch] has no efleiil i1 Uic sound eftacis are sot lo [None}, 

Sound - Enables yau ta add a sound eff^cL For ex^ple, use this command when going up and down stairs, or 

oponing a door. 
Pitch - Enables you to change ihe pitch of Ihe sound effect 

EVENlCPNIENTSia-.SHOP 

Fourtypesof shops, listed in the following chart, are available for creationJf you want to make an event in which 

Ihe character talks wilh a clerk ovor the counter, what you'll need to do is set only a grdplitc of the clerk at his/her 
standing position, and create the event above the counter in which the character tall^s witii Ihe dark that you've 
made in [No Graphic]. 

ShtqjLlst 

Inn - In llnnj set a charge In tiie monetary amount betweeri [0) and [9999]. With one overnight slay atmi inn everyone 
In ^e main characters' party will completely regain HP and MP While playing the game, talking to the cJerk displays a 
conflrniEStion message. Select YES to stay there- 
Item (Item Shop) -Create an item shop by seleclmy [item] in theeventaetting. Up to a types of items you've created 
in Item Edit can he sold hare. The shop also buys any item that the main character no longer needs. The buy price is 
half tiie price set for the item, 

Skill (Skills SelecSon ShDp) - You can switch the skills of a character who meets the selection criteria set at [Skill]. 

Set Ihe types ai skills available to switch here. While playinfi the game, selecting a main character and the type of skill 
to switch wilJ complete the switcli. 

Trade (Trade Shop) -Trade the items of the main characters for goods in [TradeJ.Fof instance, a main chamcter's item 
wortl-i 10DG can bfi traded for one 50G item or five lOG items. That Is, the character must have soiheEhlng al least twice 
liiG value as the item he or siie wants to obtain hy trading. Me that no trade can occur between the same itams, 
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EtfEMTCOI^TENTS 19: BATTLE 

You can battfe monsters created in Wonsler Ei^t Let's create a highlight scene in Ihe story 
here, such as a bailie against the Monster King. Note thai this battle always lakes place altlis 
position sfii for the event unlike batties against monsters aesrgned in [Monster Appearance]. 



\ 



Serect Monster - Ennhles you In srIfc! up to 6 monslprs. j \, 

BGH - Enables you to select a BGM that will play during battle (35 total). 

Battle Till End - Enables ^oii to sel the nunibcr of turns In the battle- Jl you want io keep tlie battle till player or 

monster diejustfeave "Battle TiJI End" setting. 
End ??? Turn - If yois want to end a battle in a spi:r;ifitid niimbEir o1 turns, enter Itie number here, 

EVEfff GONTEWTS 20: GAME SYSTEM 

You can change tht system dI [he game. Six ^ame systems are changeable from [Magic] to [Mons!ers|. For instance, if 
you set iMonsierj to OFFj no-jnonster will emerge atter the dLingeon until an event that sets [MonsterJ OfJ is execulei 

Magic- If this command Is set to OFF. magic cannot be used cntllthe commanfl Is Eietlo ON. I 

level - If this Gommynd is set to OFF, EXP cannol be gained until the command is sel In ON I 

EQUIP - if this command is set to OFF, specified equipment cannot bo aquipped until Ihe command is set to ON. 
Skill ' It Ihis Command is seI to OFF, characters cannot acquire any skills unlii Ihe command is set to ON, 
Gold -If this command is set to OFF, characters cannot acquire any gold untiUhecenjmainJ is set lo ON, 
Monster ' It this command rs set to OFF, jio Monsters will emerge until tfie command is set to ON. 

EVEflT COHTENTS 21: EFFECT '■- 

You [:an choose a graphic Loenricli the acerie while playin^r the game (see Itie following chartj, Select a graphic and 
decideonaposJEiDnin which to display it. You can choose just one of 7a sound effects. Once the setting is performetf, a 
preview ieta yen check ttie result. 

Explosion - Select from Ihe 13 lype^Tlf^raphics provided. 
Main Character - Set a poaltiDn to display Tlie graphics ou lie screen, 
Sound Effeut - Set a sound eflect to add while tEie grapiiics are displayed. 
Preview - This lets you check the effect you'va sel using the actual screen. 
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EVENT CQNTEHT S 22: DISPLAY TIT LE 
This displays tlie i\'\e snlerErf m [Came Info] of Sysfem data 
whila playing the game. Van can di^piay ifie title aT any lime, 
anywhere Witliin tlie dimqeon, Tiial ir, it'3 up to the producer 
to display il in Ihe bfiginiiing or in tiiti middie of tlie &tory. 

You can decide tlie liming lor display of Bie titiR, 

EVEHT C ONTENT S 23: ENDING 

When [Ending] is executed, upon compietion of the story, the screen 

becomes dark and the credits rcli. Since It vjorks witii [Snapsiiot], you 

can (levfse your own production in order to enhance the game you've created. 

Ending - Choose the BGM thill will play at Ihe end oE thg game here. If [Ending] is set aione, Ihe background for llie 

credits wili display as hiacl^. 
Snapshot ■ By setiing thit in one or more soenes during Sie adventure, they can beconte parts of the background 

during Um ending. Tliis production eUect, of creating ^ background like an aibum, wiii sureiy enhance the 

ending. Maximum 20 5nap shots wiii be used at thu Ending^ 

EVENT CONTENTS 24: PR OHIBIT ESCAPE 

iVher. jP[o;iibi! Escape] is executed, the main character can no longer use the [Escape Dungeon] magic. However, 
once he or she leaves the dungeon, the effect of this event option vanishes, aiiowing Ihe use of magic to escape 
dungeons, 

EV ENT CONTENTS 2 5: SAV E POINT 

^'nii i:;in;iaveliiegan)edd1dvjhiie playing. To do this, choose [Save Pofnl) from Ihe event menuJt's also agowf Idea "to 

i\e.\ [Dispiay Wcbsagelj [2 Way Ciioice] and so on prior In the evont, 

EVENT CONTENTS 26:_NEXT SCENARIO 

L^z \i to read an alias scenario data. If you chooseFNext Scenario] frojn the event menu, the menu used to enter a name 
for tJie next scenario wiii be displayed. Press the fii button. See pg. 15 Book 1 for text-entry explanations, 

Enter ttie name of the scenario data accurately. 

IVhat is the ne>;t scenario? 

Tiie next scenario is the scenario data to be loaded next When tills event is executed, tlie scenario data Is searciied and 
loaded. It can lie used only if the scenario data is divided into several sections. Sea pg. 22. tor details, 

EVENT CONTlNTSiTLEXITIVEHT 

This allows you to exit the currently executed event. In the same manner as Step during the lest play, if can be used when you' 
like to play only a part of the event option that has betsn set. Jnsi cliDQse|£xit Even^ from thn ayentmenu lo s&X this one. 
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GRAPHIC (DEFAUL T SEtrmG IS 

[TJO.GRAPHICJl 

NILS allovtfs you lo ?et a graphji; for flie 

event. Choose [Character] tor a liuman tisure, or 

[ObiectJ to display things such as tr&asure baKBS 

and stisii's. It also aFlows you to ctiangE setliigs such as 

colors, direction M graphic fs facing and invisiljility (GhDsT). 

If no graphics sru required for an eynnl, you can clioose 

|No graphic], j 

Six setting typss are availabia. \ 




MOVE TYPE 

This is iiseri to sfil a move pattern loitJie graphic in the evMCliooslng [Move Type) displays a list menu of move 

patterns. Select a pattern from among them, Vou can set any pattern for a human or object 

Donl Move -Event graphic wlif not move. Forexampie^whenyou want to set a character iltograi to She story, Uie 

character lihuuldn'l move but stiouid stay in a specific piace. 
Random - Event graphic will randnmiy movfi around. This can be sel when you creats characters that exist in a town. 
Riahl-Lafl Asfowa - Evsnt graphic wiil move right and lefL 
Up-Down An'ows - Event graph[c will move up and down. 
Close U|> - Event graphic wlii try to get close 1o the main charactar 
Away - Event graphic will try to move away from the main diaractar, 
SiEp Only - Event graphic vtill stay where 'hey are ami step in pfaci. 
Rflshrng - Everrt^aphic will stay whsFC Umy are and flasli. 
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STfiRT (STARTING METHOD! 

Vou can specif'y the diretlmns ynC siluption& used to sW tlie event. Select ona direction from [Top], 
[BfllDw]. [Right], [Lufl], and [AH], Sittiaiians car tie 
chDaun irorti [Toi;chl, |Use Hem] and so on. [Do Not 
Start] is used only after [Cfteicej or [Swrtch]- 



An event to open a door with a ksy can tie an 

eidimple ot suth a use. 



Brcrt Cub JI^HHF^"^ 



acarc "" t™ . 



PflBB Con^i 



Hl« Im 



The conditior ot EXeciite event 

From All - Event wili bt exccuied when the Character does one of 

«ie following: [Tpucli}, iCherik], [Lisa Kfly], [Use Item] to 
tlie event graphic troni any directions. 
From Tap - Event will b2 exeotiled when the Cliaracter does one ot 
the following; [rnii(;li|, jGheck|, [Use Key], [Use Item] to 
the event graplijc from ljie top, 
Ffom Below - Event will be e;<ecuted when the Character does 
one ol the following: [Toucfii, [Clujcl^l; (Use Key], 
[IJse Item] to the event grapliic trom below. 
From Lett - Event will bs excoiited when the Character does on ot Uie following; [Touch], IChecfc], [Use Key]. [Use 

Item] to thp event graphic froin Ihe letl side, 
Fiom Right - Event will he ei-eculed vjtien Hie Cliaracter does one of the foilowing: [Touct!], [ChecK], [Use Key], [Use 
Item] to the event graphic Irom the right side. 



Methods jsed to execute an event 

Qn Not Start -The ^vpn( will no! e>;ecLite even character [Toiich], [Check], [Use Key], ^sie Itenil to the event graphic lEom 

any directions, 
fTouch] -TJiflchardCterjnsl needs to touch the event graphic to e>;eotitetl]3 event 
[Check] - liie character needs to check the eveni graphic (by pressing the © button) to execLite tire eveitt 
[Use Key] ■ The character needs to use a KEY (created in jltem Edit]} on the event graphic to e>rECErte the event. 
[Use item] - The charatler needs to use an item {created in [Item Edit)) on the event graphic te eKecute Uie evenL 
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PAGE COHDmON 

You can use Sijs to dispJay different mcssageS'On ttio firsl occurrence, the senond oncurrence 
and so on, SbI conditions by pressing tlie © button xo create a new paije. A page can be moved 
using llie left and right directional buttons. Nole Uiat you can sel t^le conditions frofii Hic second page, 

Switch - You can defiiri-^ ^vhether tJie specilied [Switch] i^ ON or OFF, in artter to execute the event. Select 

ON or OFF and -inter the HW^tch njinber. 
Characlers -D!;cidewiie*lier or not a sp'jcific character needs to bfi in t!iepai1yfnorder1oe>;ac[]fe the event 

Select YES or NO, then seiect the ctiaracier, 
Uara-DBcitiB whether or not a specific ileni is required to be m the party's possession in order to execute ttie event 

Select YES or NO. tlien choose the Item. 
Gold - Decide whether or not the goia in ynur character's possession Is equal to, atieye, or below Itie inanelaTy amount 

needed loexecuielhE event. Select [More] or p.BSS} and enter the amount ' 

Party - Decide whetiier or net the number of people in the party is flquai to, above, or below tha required number neeridd 

in □rdorloexjicute the event, Seip;ct(Specinad] orpiierj and enter the numlfer. 1 

Systern - Decide whelhai tiie specified game system is ON or OFF in order to execute tiie event ChcHise either [On] or 
[Qff\ Bfifl choose the game system. i 

What is a page? 

A page itself is somewhat like a G':;ndi!iD;i. Ydu can set conditions page by page, and events in each page ars executed 
when tfie appropnale conditions are met Wtiicf) Page ev&n! will execute ftrst is deiermrned -from the larger page number. 
However, If, for exsmpiej thera are 4 pages in one avenf and ccndihons for Page 4 arsn't satisfied and neither Page 2 nor 
Page 3 bavi? anything set in them. Page 1 will then be executed, 
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CREAT E TREASURE BOX EVENT [TREASURE BOX] 

The event fcllo'/jy diJIarenl qrapliics to display der^enijiiifl on whether it's beiore ar nftsr starting i!, 

You cannct set [Paqe Cpndit onj in this fvr ni, Thai is, unlike [Create Event] it doesn't allow you to displny 

a differfinl miiFi^rig!; cnrh time. 

SbE an pvent tor tlift timfl wlien Ihis Rvenl is ejrecufed at [Event 
Gontenls]; tifan specify each graphic for IBa^orej and [APtec], A 
graphic you have cJjosen will be displayed a& a prsvSew at tiTe 
botlDm ot the screen. The remainder of the set^ng procedure ts, 
similar to [Create EwT], 
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Ttiis is nol only for tTe openinp [Treasure Box] but for other 
evanls. aswelL 







Cr*it* Event 
'Trfflsor* Ev«nt 



Intro E^rf^flt 
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CRLATE_DyPLlCAIE. EVENT .LQ.UPLLCAIE_EVENI1 
This allows you to display one or more duplioatlon of a preset 
event in a specified pQsitirjn. It ssn't just a &mple copy of the 
Dvonl, i\ any mn of the iriilalcii evonts via DEipllcalo Evaiit Is 
aKeculad, Ihe exeouliDn spreads through the restoftlia copias. 

Edilinijtfie original event al&o clLangasHie tJuplicated &yaiits- 



i 

When Uie main character movos frotn one dungRon to another, you can sel an Rvent thai will 
be executeri uiicondittonally lipfln his or her arrival. Sinci? ciioosing [Infro EvenlJ brings up tiie 
screi;n mah Xa set an event, \>^i any [Event Contsnis] you'd like, Vcu can use [Page Conditions] and 
set the appropriate conditions nnedfid Id fixecute tlie event automatic ally from tlie second time anward. 
Refer 1o the tollovJlng column tor more about [fnfro Event], j 

[IrHro Event] affects the Entire dungeon, so the setting won't be 
displayed on-screen, , 




What is Intfo Event? 

[Intro Event] Isan event thai is exeriUlBd when tSie main ciiaracler 
arrives froni another dungeon, in manv cases /on may sat [BGM] and 
[Change Screen], [Start (Starting Method)] needs to ba set in other 
events, bul not in this one, as it's aivjays e>:ecuted at tJie beginning. 
Some a^ent options, 5uch as [Display PJlessage], are not a^iaiiabie for 
thise'jenf.TtiemetJiod used to create an evenliigingjinlroEventj Is 
explained on pg. 26. 
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SET GAME INFQ 

This setting ]s inlended to manage the scenario dala. You can name ear;h of Uie 15 scenarios, froni A 
to D, using [Scenario Name]. In addition, setting a password caii prevent the riala from bRing ioaded by a 
third parly. 

SCENARIO NAME 

Name eaiih scenariu. You can also change a pre^oiisiy created scenHrjrj na/ne,- ■ 

SCENA RIO PASSWORD 

.Set G password to manstfe Ihf scenario date. Once set, M password has.to tie enlered in order to load Itie scenario data. 

DELETE DATA 

Ati data pertatning to tliescenariQ Is detetad.Tliis saves you the trouDie of having to selectGnddelste data piece by 
piece. SEiecting VES irom the cGntirmatlDn window perfDr<ii5 the deletion. 

[Scenario NameJ flelation 

Create a [Scenario Name] identical to the scenario nafne used in game system info, if different scenari^f names an; 
jsed, Ihe system data cannot he loaded and tti^ game will not alait. Up lo 15 separate stunarios can l}e saved on a 
Memory Card. Setting the event ^:ontenl [Next Scenario] in a dungeon allows you to connect scenanos, but the 
sreviotia scenario datfi disappears once the ne)(t scenario is reached, ^cc::rdingiy, some events, such as Move 
LocaLionH musi De set again. (However, ti^e main character's system data and level v^ill be preserved,) Set the Start 
Point [initial positicn) ot the main characters' party in the nejt scenario. NoJe that oniy onR system dat^ is allowed 
per game, bnl that you can set an unilmited number of scenario data- 
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EXAMPLES OF EUENT CREATION 

This section helps bei|iiiner& learn ihe sleps needed Id creale simple rvbuJs. More 
experienced iisers can lear/i how to create events Uiat are automEticKJI/ executed. 

GREftTING_A,TO,WN_RESMHI \ 

If you're a begmnEr,yaL3rTiaywanno learn liow^ocsRab a '^towjnTB^idenr From 1^^^ in [Scenario Data], 
fifiit deled a town you've already created. Ned, move the square cursor on Ihe dungeon map lo specify Ihs 
lacjllDnwtiereyDuwanltoplaceatuivn re^lrlenL Press thoffi button to confirm the loeation. A nienu 7JIII b& 
displayed upon coofirrnallun. Selectiiiy [Create EvenlJ displays an eaitor. Seleot "No Graphic], choose [Charscterland 
select tiie yra^hics tor lown residenl^ and select [OKI. Ne^, mo^e M cursor !d [Even) Contents] and press the © 
button. When the setting screen for event content is displayed, press the © butlcn again to cispiay a list of event 
contents. Select ^Display f^leasage] frorsi t^e list, tl;en enter te>:i using [Enter Message]. Here, lei's enter "Good Morning"- 
Go back to tlia diinqeon msp and press the © button to set the Start Point (mftial position) of the main character near 
t!ie town resirient, Sow. run a test play. If the message "Good Morning" is displayed when the main character touches \hti 
event (Eo^m resident), the setting is complete. Uote that when you finish the test ptay, ma^e ^nre to change bf^ok the 
Start Poinl 'o where your RPG will start iram, i 

Move the square cursor to specify the Iccation, 

I .^L^ Ju- Dl-k-k. KX , ji'lp=^^=- -■^■■. ■' ! -, j Enier the message you'd like tc display. 

Try e y perl menting with the function 
unce yDu'vo mastered the procedure. 
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CREATIN G A SHOP -ITEM SHOP 

This seDlion e>:plains tiowio create a shop (ilem shop}. SetficI ^liop] ft'om ItielrSlnfRvent contents, 
then select Itlem ShopJ. Wlien the [Jtem Li&t] screen Is displayed, move the curser to a number denoting 
[No Data] and press the © bti^tor. The [No Item selecterl] screen will he dispiayert. In this screen, use the 
lip/(]own and lefn'rlght direol^oniL! buttnns to [Jfsplay the item naniG^ yau'we alre^y craalndj tt^n choose a 
desired llem.Tlie netting is successful ?f iheselEci&d Item rjame is displayed on the list. Repeat the steps 
to sefect a ma^fmuin cf eight items soiti af the shop. Finally, seiect [Conffrm] to exiT tiie screen. 

Si^ctthe items you'd like to display at the stare, 

Set different items ^or each store. 
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HOW TO DISPUY A BOAT.OR BL|.MP 

Let's ass'unie yuu'v^i created a Ijoai dr^ Dlimp in |llemj, as well as an event in wliich tlie main character ubiaiiis tliat item, 
You maywonderwhattheplayercandu with a boat or blimp, even though the main character has obtained II during die 
game.ActuallyHthebaatandblimparenotusedaccDrdjnqtoIhe wishes of the player, When the marn character owns a 
boat, Its r]raphfcls displayed only while the character Is travefing 00 Uie sea, It tr>ere happens to be one hehveen two 
ad julnlng towns on the field dungeon map, Owningahiimp allows the main character to travel by air using the blimp (that 
graphic is displayed in a simifar manner) when going to a remote town not connected by a direct route. The graphics for 
the boat and blfrnp can't be changed- 
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GREflTIHGAH flUTONIATiC EXECUTION EVENT USfNG [TflKE OVER ] 

First prepare eyent A, whicti stsm when tho mrun cli'iraat'ir lalk^ Id &omEanB. Ns^, insitfe 

the Tjame durtfeon map prcpiirG event B (conuersation with B), which starts when he finishes 

talking with A. i{ nn additional settinn is done, B won't be eKSOUtfld unless Ihe main characler talks 

dirBctJyJaB, Hiire you'll KHtrTEi^e Over] at tl*c end oftheevenl contents ofA When Ihe [Take Over] 

Kcroen is displayed, inove lite cursor to [Event TJq,] and press the ® button, A dungeon map will bt! 

displayed, On tlie dungec-n map, move llie cui-sor lu event B ard press the © hutlon again, An event-editor 

screen tor B will bedisplaved. Pressthe® tJUttoiMoconfJini, (IfUiereare more than Wjd pages, use the left/right 

(jtrecllDnal btitions to select Oia event page that will lake over the current event) A and B are now linked. You can 

run a lest play to confirin that Bis Executed as soon as A is completed. With that you'll have created the event that 

auiDma&cally executes event 0, 
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Prepare two types of events, [A] arid [Bj. 



Set [Take Over] in the event contgnts ol 





Move tiie cursor to iB] and ptess the ©biJlQji.. 




Selecttng the page ttiat takes o^er Ihe current event 
completes the selling process. 
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SMART WAYS TO USE [INTRO EVEHT] 

PrBSsirig iliB IjuitGN an fJv"; aunyfiDn map to placd an event dlKplays a screen In which yoii csn 

choose the ilsm calfad |inlra EvRJitj. Ihh sectm explains evfinls you can create using [Intio Evenl], 

In Ilntro Event], yuu tan creale an event that first [jccurswh&n the mam char at^reiiterslhe dungean map. Thi^ 
will be eKecuted auloinaiically upon the mm character's entrance into Bie dungeon map, Tor example, you car turn 
ihe vjhote town to red, as if rl vj^te engulfed in flames, U&inq this fynclion, you can also spt a separate event wittiln tiie 
same dungeon map to take over the entry event so that a town resident will cpme to ttiG main character and talk to him 
the moment he arrives in the town. Try creating This event yourself. 

You can also ssst a condition in [Intro Event). For example, you can set tlie event so that it wHl be executed when the 
main character arriviis in Hio town tor the second time. Or, yoo could seta crown item as the oondiTioii ^nthettha 
iolro event will occur only when the main character arrives in town carrying a crown he lias obtained somewhere. In 
ahort, you can cantfol the point at which the intro event occurs, Note that onty one Intro event can fis set for each 
dungeon map. 



Select [intro Eveng. 
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Voii can selthe content and condition of the event. 
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The event begins tiie moment the matn 
cliaracler arrives ii^ town. 



You can afsa create an adomabo execution evenl 
and set it to tiiKa place upon die moment at arrivaf. 
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nPG r^aket comes witli a builMo graphics creatian tool called Anime Maker. The giBiJhrcs created in fintme Maker c^ 
De used in RPG M^ker, Yoti can sIsd use a dedicated mouse far the PJayStation (soid separately) io create graphics. (The 
explanation In this section aisumes that you'll be u5ing a mouse,) i 

OPERATtNG THE MOUSE 

Lett hdtioff - TJiia ]i, Ihe contirmatio;! button. Click il to exetule tliE item specified by the cursor. 

Bight buHon -Thialsttie^eiphullon. Clicking it displays an assistant who wlii explain the various oti-scfflfin items, 

OPERATING THE CONTROLLER 

® button - This IS tiie confirmation tjutlon.ciick itto e^ciite tlie Item specified by the cursor 

® button - This is Ilie help button. Clicking It dlspiaysan assistant who will 

explain Uie various on-screen riems, 

button - In Animation Edilor, this button rotates ihR film downward. 

button - In Antmatfon Edilor, ThIsJjUtTon rotates the film upWsrd, 

Important 

TT^is manual does not contain detailed explanalion of each individual 

command. If you have a question, press the HELP button that displays tlie 

assistant You can ask her tor tieip. 

nPG Data - Crbatii graphics [for main characters and monsters) to be 

URodinRPGMakar, { 

Demo - Create an animation or story. Caution is necessary, since t!ie data 

created with this runctiun cannot be used [ri RPG Maker 

Memory Card - Check the contents of a Memory Card. ¥du tan also copy 
or delete data, 

REturn-EHltAnime Maker and return to the main screen. 
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RPG DATA (CREATE RPG DATA] 

Creiile graphic dab tl;at c&n be used in RPG Maker. Three types af graphics can be crealed; 
character, title sod moister. 
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CHARACTER 

See pg. 30 - Draw main characters, 
suticJiaracters ^nti town rasiLianls. 
- I ■ 

TITLE 

See pg. 33 - Draw n background that vM le 

displayed Qn the title screen. 



MONSTER 

See pg. 34 - Creale original monsters. 



DEMO (CREATE DEMO STORY) 

¥aii can creatj; nir ^nimaticn or slori' using ttic characters yuuVe drawn, 
Rememberthat J1PG Maker doesn't ^m^^^^^^^a^m^ 

supporLthis demo niDda. liALud wj^ 




CHARACT ER 

Sse pg, 35 - Create characters yoi car- 
use in ¥OUF animation or story. 



AHtMATIOH 

Si;[! j:{|. 35 ' Set the details et character 

animation. 



BACKGROUND 

See pg. 39 - Here yen can create tiia 
tiackground of trtg story you'll be creating. 



STORV 

i See pg. 39 - Here, you can create a story 
featuring the characters you've drawn. 




'2S 



/ 



RPG DATA 

YininancceaJi!gfa[JhFCc]atatohesetinCharaclfirEdii&nd 
Event Edi!. Usfl-lhls function lo creatK original main cSiaracters, 
Tlia (ollowing explains the scrE&tia anfl creation pToceflura: 

1. Hank Window 

Z. Name of Current Data 

G.EdUWinEiDW 

4. BuHaci to Hsiura to tlic Main Menu 

6. CoEor-Change Bars 

7. Vijnous Buttons 
a. Sava Button 
9h Load SutloiT 
10. Test Play Button 

TTie Top Cofor of the Pcilette rs Transparent 

You Can diange tlie tine of tiacli nf the 16 cDlora displavEd on the palttle (#5 In tiie screenshol !ibaue). Vou muat 
remiimLiHf that llio lop SBclion of the paielte. wJiicii Is inilraiiy shown in Ijtach, contains a tran^paiEnl color. A tianspisrert 
color is Utflrally see-tlirough. For example, when a cliaractpr drown in [Ctiaracttir] is placed on tlie background, Itie 
sections 6imn wiUi Ihti transparent color sliaw the background. This color is used far speciaJ effect, so t;^ not to change 
me top color on Uie palette. Initially, the entire area of tJie edit window is fiJIefl with tlie transparent color 
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HOW TO DRAW 

Draw in ita pdii window. As you draw, the same iitiage 
pppsars in the bank window, When the drawlnc] m the edit 

window Is ccmpiete, move the square box on Oie bank 
window lo a blank area. Select tiie urea and slart drawing 
again. Repeat Uisse steps to draw nine movement pstlerns 
(tiirmng Id tfte side, etc) for oach cbaraoler. (See the 
Eicreen allot.) 




Imporlant 

Create the frunl gfew, side view, back v\m and walking pattarn. He 

i^areEul, sIi^ce Bie areas you can use to draw these images are specified, 

1 . Ifsing the Free Hand Buttons 

Twelve tio tons ate located ai LliE bottomoTttie edit window. Use Ih^se 

bLttans to draw more efflclently. The lirst boiton you'll use is the Free Hand button. Click m Ihia bullon b draw Iree 

hand in the edit window, 

Sfiiect colors from the palelle as you draw in free hand lashion. 

When you oliange tlie 

color, the currenUalur 

Js overwritten by the 

new colm, 






2. Enlarging tlie Display 

Aslhedrawingappreachcslhefinalstagp, youmay warrttncoractdie 
di^Tailii, The enlajge button represented by acrDsaTiaircurttOrls useful when 
L:ddjng the finishing louches, Clicking this Ijunon slightly enlarges the inaage 
drawn m the edit window. You can only enlarge to une gpecific sire, 

A Smart Way to lise the Enlarge Guttonn 

If ycu want to display the entire design ot the character m tlie Edif wit}dow, 

you can only enlarge to one specific 3i?e. I! you want ta draw In more 

details, try to make size of white squiire yrnall on tlie Bank Window 

then yau can enlarge the design to 6 specific sr?fls. __ , _ 




3. Gortecting with the Transparent Gotor 

If you make 3 mistake, you can easily correct it 
using the t^ansparestt cclor. The transparent cDlar I5 
set In the lop seclion of the palette. 

Use the transparent color to correct (fill) the area ynLi'd'iikf! 



^^ 



4, Changing the Colors oei the Palettes ' 

As yoLi draw, you may find that lie paleHe duesii't ufler Urn cellar you 
need, If this is the case, you can cfiange Ihe cqIdis on tite pafetts. To do 
!hls, first select a color on the paletlen then adjust G>e Color-Change bars 
located at tire bottom of the palette. Movmq ttiese bars changes the 
selected color on the palette accordingly. When a desired color is created, 
use that color to tilt the target area, . 

VrjK i;an select and uhung^ a cofor on llie palette as you seo 111, 



Dq Not Change the Colors Already Used 
You mUsI remember one thing when changing colors on IhE 
palette: You must not change the colors you've already used in 
the Edit window, if you change Ihrfm, tne sections drawn 
with these colors wiJI at! change. You should char^ge tha 
colorsfifst. or remember ths colors on tJie palette you haven't 
already used, 

I. Changing the colors without minding this point can have grave 
consiirtuences. 
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5, Copying 

Drawing a buck or Lvalkrng pattern of tHfi character is a cumbersanifi ta^k if you aro doing i( frorti 
acratcti. We recommend that you capy the sections you can use trom the designs you've already created- 

Haw 1o use the Copy ButtoEi 

1, Press tlie Copy Button 
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2. Select the image you would liks to copy, Pres-s the Left monsE biil^an 
(® button) la decide a starting point on the Edit windDw. Move tlie 
mouse (Directionaf button) and seiect llie designs you want to copy. 
Press Ihe (© button) again lo decide the end point, 

3. Move Ifie cuisor tc tire flank window and seiect tie arss where yoLi 

want to pasta, then jjiess the Left mouse button (© button) to 
conlirin, 

4. Move llio cursor to Iho Ertll wincioiv and nialch a frame with Ihe 
Edit window well, liien press the Left moijae button (® button). 

5. Now you can edit llie copieri piclure. 
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TESI PLAY 

'A'iien the drawing IS campteEB.crieck to see it tJie character you've created 
will movecorrectly.Tocheckit.nsfl the triangular Test Play button located at 
lie botlom of tho bank window. Clicking the button displays the tesl-play 
scriien. Use the controller lo move the character. 
Testing helps you find any unnatural areas on tiJe Image. 

The icon o1 a Memary Gartt and Pencil shown at the bottom o1 the bank window is the [Save flinton}. CilGking this button 
displays Ihe text-entry screen, In thfs screen, assign a name In the characteT you'd like to save, When the name is assigned, 
click [GK] and select the number CBrresponding to the Memory Card nn whicli you'd like [o save the data. The 
cfiaracter will be saved to tfie Memory Card, 
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DR AW TITLE BA CKGROUND 

Th& graphics craalad in FiHe] can be used in [Screen] provided tn fTITie Edit] ot 
flPG Maker. The EcliQV/ii;ci explains the [iitle] eciit screen and gives a brief 
description at how to draw 3 litfe background, Nale Ihat you'll need la use OmpDril jn 
order to load Iho data saved here. (See pg. 63 Book 1 ,) \ 

I.Thumhlflck-Yuu can to move a windo'fl within the screen. 

2. Pen VJJndow - Choose line ttiickness, use Spray, elc, 

3. Pfilette VJindow - Select a ddsired color from tlie palette. 
i, Tool Window -Use Straight Une, Fill, Reveise, etc, 

5, System Window - Ssvs, Load and end !he edit 

6, Window Clear - Clears Hie window cuireiity displaced on-screen. 

7, Cursor Poslllon - Indicates the curren! cursor position nifmencally. 



How to Draw 

Ycu can draw with a thin, black lino by dragging Ihe mouse. To mnke the line thicker, open this [Pen wlndowj and diJingt! 

Itie thickness. To change the color, select a desired color from tlie [Paleltt Window]. Wu recommend tiial yon draw the 

details by enlarging trie image using the [Enlarge Button] In the [foolWindow], Don't forget to save ttiefmagfl when ttie 
drawing 15 carnpfele, ) 

You can dra^v with niuSliple windows open at ttie same lime. 

C RflDATED PALETTE 

In the Palette window, you can use the gradation button to make 
n tiori?onlally gradated paiette. A gradation is when a color 
snoothly chang^^a into anolliftr color. Use flradaiion to draw a 
more real tstic sjiclui^, F^p cTiok t lie left side of the Palette and 
change the color as desired. Then click the right side of ttre 
palette and change color as desired. Now press the gradation 
button Ici make a horizontally gradated palette. 
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DRAW MON STER 

The graphic dala creal^d in [Monster] can be used In IJie jHonptBT Edrt] of RPG Maker. (Seu pr|. 64 Book 
1 iDr the praceduteSo import data,) Th a foil owing gives a brief EKplanaiian of tasks peilunnKd in this editor, 





Minis Jer Siie Window 

BelDrEdfawing,Dpan1hH[MonsiBr Size Winflow] and SEt the size of tiie 
monsler you'll lie drawififj (lour sizes are availablej vfltli Ihe largest size 
beinrj 240 a 120 dots). Deciding the size in this window deterniinef^ the 

available drawing area. 

The default si70 is 4fl >; 120 dots. Selecling a size changes Ehe bvallalile 

drawing area accordingly. 



You can change the f^ 
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size setting while 
you're drawing. 






How to Draw 

Alter setting the monster size, draw a monster by following the same 
procednre used in jCliaracterl or [Title], Select tlie lln& thi{;knes3 in Oie 
IPcn Windowl and fill area.^ with colors selected from the PEileHB 
Windoiiv]. As with tliE preyloiis two editors, you can ohiinge the colors on 
".lie palette. Be sure to save the image whtin Hie drawing is cauiplete. 
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It you have any giestions, check with the assistant by clicking the right 
mo use bi:ttan (® button). 
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CREATE DEMO 

The following paqcqenplaln the tasks performed Jn [DemolinAnlmc Makcr.We begin willi the 
enpliinalbn of [Ctiarflcter] in [Demo]. TliE characlers you've drawn here will eventually be used in 
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RflinembGrthaJ RPG Wakar dDBsn't support Ihis damo mode. The demo you create here cannot he used in 
RPG maker, i 

I 

CREATE CHflRACTER 

How to Draw 

In ISScry], the character drawn in [Charucler] viiil] be moved to front 
and bach [or up and flown) or right and lefE. Ptoeo^er, you'll be abJe \a 
lufnp Vou must dra'^^ a character that is suitable Jor fhfl various 
moyemenls. If you aien't sure, yon can load the sample imaga and 
?li3fTy it first. To load the sample data, click on the [Load Button] in tl>a 
fidilor The drawing procedure is the same one useO witl^ [RPG data], 

- { This screen shows what ft looks ljl<e to load the sample data. 

It's easy lo understand the procedure it yau load the image of a Rabbit 
or Fox, 

See pgs. 30-32 for detailed sTeps on drawiiig, 

QREATEMIMATiQI!!! 

lF[MriialibnJyaii'lt set the moven^eril 01" the character you've drawn iri [Character], as eKplalned on pags^B, For 

example, you caji use images of rhfi ciiaracter sticking out his rigfil leg and left leg, respach^ely, then combine them into 
one action. Vou'il perftirm these settings here in order lo cr-efiteanlmalioi. The foUowing e>;plains the editor and how to 
create animatioQ^ 

In AnJmef^aker, most of the ttme, it is better to USE the Mouse, but not lOr creating lAnimationJ, For this It is better- 
to use the ControHer 
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ANIMATION EDITOR SCREEH 

1. Bank'Sf lecti:'n Buttons (BsrtioRS 1 through 4) 
7. BankWinriov^ 

3. Scroll Button 

4. Enlarge/Reduce Ruson 

5. Load Button 

fi. Character Fditor Swltcti Button 
7. S/SEem Screen Switch Button 
B. Bullon to Return to ttie Main Menu 

9, All Button 

10, Vertical Flip Button 
n. Reverse Button 

12. Loup Butlon 

13JnsErt Button 
U. Delete Buttnn 
IH.Tfisl Play Button 

16. Film lor Stttlng Animation 

17. Film Scroll Buitons 

18. MovoBifttons 

19. Time Setting Buttons 

SYSTEM SCREEN 

1, Diita Name 

2, Displays Ihe Action PKttern vi\M] you arc now Qdrling 

3, Anin>5JtliJii Fdltor Screun Switch Button 

4, Button to PEturn to tha Main Menu 
S.AcLon Pattern Selection Buttons 

6, This shows how iilgh the chsracter can Jump, tJse the bar to set 
\K\vj high the character can jump. 

7. This showB how fast the ctisracter can run. Use tie bar to set how 
fast ttie character can rua. 

a. "Hils shows wMher or not tiie character Is set to Contact, Ihhis is 
aettn ON, the character can be damaged hy others rinriag the 
creation ofthR story. 

9. This m the HP Setimtj i}ulton, wSiich sete how many times ttie 
chaf-acter can De hh before being knocked down, 

10. lest Play Button - You csn manipulate the arimatian data you've 
created using the controller. In the test play mode. © bullon - 
Jump, ® button = Attack, Directional button right = walk to the right, Directional button left - wgl k to the left, 
Directional button rightx 3 = funtothHtighi, directional bullon I(ihx2 = fun tothelefl and 13 button [0 return 
the System Screen, 

11- Save Button 

12, Load ButEon- Load animation data. Be carehil, this Is not loading Character data! II you want to load 
character data, go back to the Animahon Editor screen and click the [Load button], 
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ABOUT THE SYSTEM S GREEH 

Before creaiing 'aj^lmation, press the System Screen Switch button lo display tlie f^yfiteTn 
screen. The sysTem screen becomes the main screen for [Animation), In olhsr words, you wnrh in 
ihe system screen firs!, and then adit diita in the animalion Hdilor, Far example, you specify walking 
In Ihe system screen and Uion create animation matching llie movenient in ilie anrmBtion fidllor 

How to Set 

Let's see how it works usiny an example. Go to the System Screen 
■;r_ni the Animation Editor Screen, ' 

1. First, click on the [Action Pattern Selection Btrttonj -or Walking 
(second button from the left in Jhe lop row) ol Uie screen. 

2. Mext. click on the left side of the [Dlrecllan Select Buttonl (four 
buttons are available Indicating up, down, Itft and right). You've now 
selected the action, Walking to Ihe fflft 

3. Re;urn to lh& animation editor screen and set the animallon of tfie 
character walking to the lefl by referring to pgs. 33 and 39. 

4h The Animation of Uie Character Walking to the Left is now 

complete ' 

5, Return to the system screen agaii^. Ttiis time, click an the right side 
of the IDItection Select Button] and select the action. Walking to 
the Rfgm. 

6, Repeat Hie steps explained aboye to create Animation of the Character Walking io the RIghf, Similarly^ you oan set 
all other actions, such as one of the charaoler running or jumping, that are needed in IStory|, 

HIHTi Use the Gepy button in System screen. It Is used to copy tlie animation of a certain action pattern to another acfion 
pattern, Far example, create Walkina to tiie left animation first, then, use this button to copy Walking to the Lefl to 
Welklng to llio Right. Now, click an the [Action Pattern Selection Buttort] for Walking to the Right. Go back to tlie 
Animatian Editur screan. First, press {All DuttonJ, then press [Vertical Flip button]. Now Walking to tiie Right Is 
completed. 

jfyoe wis h to s et a new movement not available with the nine action-pattern selection biittonSrypti can assign it 
to iiie ■■ button. The HP setting button in the main screen is used to set the number of blows tile character 
can wHIistand before fainting. Adjust the jumping height and running speed of the character using the 
carresponding setting bars provided at the center of the screen. 
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HOW TO CREATE ANIMATION 

The (ollowJnfl [japs explain liow 1o create animallon. TT^g pr<>cedure explaineri Siore is jusl one example. 
As you work you may want !o explore buttons other than Ihosc explained hete. Cl[ck tJie nght mouse button to 
display afi expianalion lor each button. Use trie various buljons etfectivsly Id create your oviin animatiou. 
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1, Loading an tmage You've Drawn 

Click on IB^'ik ^i 'rir: on Button] 1 (whichshouldalieadyljeselcctaa when the 

n*Tl screen is displayed), ttieri toad llie character flsia lining Ihe {Load Button], Loading 
' ^ " is camptete when Gie iniage If displayed in the [Banl< Windowjn 
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Find tha image number in Ihe (oad screen, 

2. Setting the Image onto the film 

Paste the loaded image onto the Aim. tn 
tile [Bank Window), drag the curanr !o 
chfinge the siie of the square box and 
specify the image, Releasing the left 
mouse button pastes the specified image 
onto U3C film. 

Paste iinage lor a single tiame of the film, 

3. Moving the Image inside the Film 

Use the IMeve buttons] located belnwthefllmlomDvethelmage up/down or 
lett/right within the film. The image is positioned slightly \^ fhP left iEnmediala^y 
afrnr pasting. Unless you'd iii<:e to do something fancy, ciick on the right side of ihe 
[Move Duttonl to move the displayed image to the center i>t the lilm, 

4. Setting a New Image on the Film 

Dr.! image alone won't constitute aniniatian, Cllcli once on the fower part of the F'^ni Scroll Button] to display a nsw 
frame of film containing no image. Paste a new image onto the frame by following tlis same steps. Repeat the procedure 

to create a single animation. 

HINT 1 ; li is better to use the ID/ID button to scroll the Film instead of using Film Scroll buttons. 




a. Running a Test Play 

When all in-acies have been pasted, you can see how tiiey work by u^ing the jTeat 

PfayBiitton].lfyou find a mlst.^ke,displaythe frame you'd like to coired using the 

[Film Scroll Buttons], and make the necessary changes, Tlie animation is complete rf 

no problem is found. 

The same animation is repeated over and over during the test. 

HINT 2: [Loop buttoa| -ThIsisimpOitant. If ihisisnolseleclediVouranimatiansuch 

as Walking to the left, will r&peat only one time. To avoid this, use tHe [Loop 

butlonlonlhelstframeoffilm. Now, your animation will repeat ail frames 

automatically. 




AtHiuiLheloop Butlan 

Tlie {Loop Giiitoiij is used to repeat the jpecffied segment of images pasted onto Ihe filnj. For 
example Jel's Assume you've created animalion campnsirn^of lOlrames. witlieacliEraine 
contaijunganimage. it you wan! to play the sidli"&]rougtt tenth Iranip^ again, press the |Uop 
Button] OFT tlie Cti! frame to set a loop on Ihe tilm. The film will be displayed tmm the first tJirough tenth 

^ ^^^^--^_^-^^- ^^=^^^^^ frames, and tiien the stxtfi through tenth Irames ^vitl be riisplayed apn. 

li.'i-^^ ■■'.'^. * ^^rf^^l ^'I't'^BfJi^^ofilyoneloQpperfininnition. 

6. Editing ttie Pfayback Tfme of Eacfi Film 

I Vdu may notice ourlnp Lhfi test play Uial IhR anfmatinn 1^ pfnyed in fast fnotion, 
i Adjust the playback time using the [Time Setting IjiftlansJ. Use tiie left/right buttons 
to select The 'jalue. Voir must adjust the time tor each animation. 

Set the speed for individual animallons- 
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DRAW BACKGROUND 

In [BackftFound), you'll draw a tjackgrouiid flia^ Is ifisplayed In [SloryJ- When the 
drawing Is complete, open the [Atlribuls Window] and set the passable/impassable 
sections, sections ttial can be jL'iip&d ouer, stairs and io an. 
The dra^vinc] procedure is the same as witii [T'tls]. wEiicli is descnjed on py. 33, 

You can obtain ?rbetter grasp of the steps invalved, by leading and s!u(fylng a sanip^. 



CREATE STORY 

CREATE DEMO 

In IStory] you'll create a story tiial develops wiUiin the confines of one screen using the animaled characters 
created k [AnimationI and backQroijnfl created in [Background], The toiiowing explains the main window 
and how to create a story, 

1. PIfiybaok, fiewmti, F^st Forward, Stop and other Buttons 

2. Ctiaracler Add Button 

3. Character Delete Button 
J. Redo the cliaracter's movement Button 
5h Background Load Button 

6. Top/Side View Switch Butlon 

7, Line Add Button 
a, BGM Setting Button 
g, Savp Button 
lo. Load Button 
tl.ExitBiittan 







HOW TO CREATE 

BaJore starting y^jur work, De sure yaw've created tlie netessaFV characters \ii [AHmatlon] and 
backgrnunb in [Background]. The pmcedure explained dere is just one example, fdasler Bie basic steps, 
Ihen apply lliem to tJie creation of your otli]lnal sic;^. 

1, Laariinr) tlie Background 

FfFSl, load the bflcKRfi>und mnr\ tlie [Background Load Button]. If you Siavun'l 
created a biickground yet, sRlect a desired background from Chu sample data. If 
the story uacs a black background, you needn't aat ths iKickgrnund, 

The screensliot on the M &Iidws the screen displaying Ibe loaded sample datSs 

2. Switching Between Side Vieiv and Top View 

Sei tDe US& ct gravity on the bacKground using ttie fTop/Side View Switch 
Buttonl, When Side View is selected, tlie background ivill have gravity and 
objects will fall from a height to the level ufUie impassable section. When Top 
View is selected, the background remains tree of gravity, 

This sfitdnfl doesn't change the image llselL 

3, Loading the Character 

NeKt, USB the character addition button to load Jhe characler. II you have no 
ori'jinal data, toad the aainple data. When lead is complete, use the mntroller, 

nct'the mouse, to set tlie character's miiial position. 

Use t?ie directional buttons on l^e 

control I er, 

- 4, Recording ^^ 

'i'Ji;-jii Urn Initial position is set, press Uie lO button. Recording begins flie 
niDmantihe button is pressed. As you move Ibe character using the directlniial 
bulsons and otliers, the character performs die movements set in ttie [Animationl 
system screen. Pressing Ibe ID button again ends the recoiling, 

The move me nl of the character 
displayed on soreen is recorded as Is. 

> 

5. Re-recording 

(^heck [lie recorded movement by clicking on ^e [Reset liutlon] foflowed by 
'b'! |Piay buttoa|. If you don't like tlie animation, record it aqain. Clicl^ on the 

I [Redo ilie character's movements Buttnn] and seiecL the character you'd like 
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6h Adding a Character ^" 

Vau can ^dd s tiiaracier to the display by dickmg the 
(CiiaracterAflGJtion Butloi} and loading a new character. As 
with tiic propcduro pxpfaincd abovo, oressi the IQ button to 
reGOFd tfiE animation. As the recording progresses, Ihc iininiafion 
you've recorded eariler fs piayed back and ttie two charariers move 
logftjher' on diij screen- 






7. Saving — '^^ * 

When las!^ listed above ere complete, iise lh& [Line Addition fiutton] to add nerrafion to ttie screefi oj: use the [BGM 
Setting Button] tD play a BGM,WhEn ail tasks are complete, click the [Save Button] and save thG daE^ according to ttie 
on-acreen instructions. 



B, Play IliB Story 

Onc^ yoL ikave reweur^d ail data, press the 



button to pFay tlio animation, 
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CU-STUM^R "SfRVia 




fiqslec, Inc warrant bHis original purchaser of thisAgtlGcJflc.pradiicUliat the mediiirn oil whlc^ 
.■ecordf^J is free ^m delecls in malsrials and wofkniaoship tor a penofl ot ninely ^) days from the date of purchase, Agetec, tnt 
aoreGS lora pefiod of ninety [^ days to either repair or repiace, at it& option, ^e Agetec, Inc, prDducl. You niustcsli 1650) 780- 
0166 Id receivR instnictions lo obfiJin repair/repliicflinsnt Ren^'lce?, 

This warrari^ sliaii nnl be cpplicabie and shali be void if Ihe deJBcT in the Agetsc, Inc. product has arisen Ihrough atiuse. 

Liiru3sonabfei]Fin,mistrc(itmentornRglecL THISWARRANTVISINLIEUOFflLLOTHEnmRRANTiESAhDNOOTHER 
REPRESENTATIONS GR CLAIMS OF ANY WATTiRE SHALL BE BINDING ON OR OBLfGATE AGFTFC, INC, ANY IMPllcU WARRANTIES 
A^FLIC;U?l£TG THIS SOFTVi'ARE PRODUCT, INClUQI^fG WARRANTIES OF MERCHANTABILITY AND FITfJESS FOR A PARTICUIAR 
P1IRP0SE,ARELIMITEDTDT>1ENJNE^(90) DAY PERIOD DESCRIBED fiBOVE. IN NO EVENT Will AGE^ClfJC. fiELfMEFOR 
IfJCDENTAL OR CONSEDUEIJIIAL DAMAGES RESULTIWG FROM POSSESSION, USE, OH WALFUWCTiON OF THE AGETK, INC. 
SOFTWARE PRODUCT, 

Some slates do riol allow limitations as to how foitg an iiripiieiJ warranty iasfe and'or exclijsfofts or fimitatiGrts of cnn^qiffinHal 
namages, so the above limilatons anrf/ur evcliisjons of [lability may not sjiply Iff y^. "'^is warranty give^ you EpGcific legal rlglits, and 
you may also have other ngtits ^ruliich vary tronj state Id stale. 

Repair/SGrvico After ExplEatinn of Warranty - !f your garne disc refluires repair after esppratlon of the 90-clay Limited WarrBiTty 
Period, you may contact the Consuiner Service Departmont at the number listed below. You wiP be advls&tf ct Ihe estimated ojs[ oi 
repair and the shipping instriJCtiDns. 

+ 

AgetEC, Inc. Customer Service Department/Tectmicaf Support Line (650} 780-01E6 - Call this number for help In installing or 

operating our products or tor gsnerai product q if esTions. Representatives are available Monday-Friday, 1Dam-6pm Pacific Time. There ia 
rtochargeforthlsseniice. 

AgelGCr inc. Onhne at blip ;//www,3flBlec, com - Our news is always cooll Visit our iweiKilo and fimiout what's bappGning at Aye^ec, 
In:.- new titles, new produoL?, and frs&h tidbits about ttie now gaming world! 
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